The Gathering” 


Co-Op ROLepLAvING GAME 


PLANESWALHER 
RD 
3 EDITION 


Contents 
What is Planeswalker? ИЕЛЕНГЕНІ 4 
What do you need to play?.........cccccssscccccecesseseneeesccecseseenaeeeeeescesseseuaeseeecsceeseseeaeseeecssesesauaeseeecsseesesaaaeeeeesssecsesaeseeeeeesssesenaaas 4 
Character Creation АТТАН ТТТ ТТЫ 4 
ЕРТЕН ТТТ ТЛ ТТК ТТТ ————— 5 
agn eis ала --——————Á—————————— —————————— ыл е ДЕ 13 
ШСПЕ ТН ТТ ЕСЕН 15 
Сиа Traits (Оріопа!):: tte РО е eee Бе bete one de debe dv Ede ee e eue d ОНЫ БИ bue ФИР ее de RE 17 
SCHEDE 18 
ВессСсопенисПоПаз»омесиолелох E 18 
Planeswalker (Player) Deck Construction .......................................... аа... snnt thnn sinn nhna seen tasas sentada sienta dass sana da assa da 19 
Rairity/ Copy Card: MaximUultmis:....2::: 2: 8 crecer eic eae oet De deter ee ede a ee Ret ete ri pede dec pa eee ER инанан 19 
Gameplay aise миа"-«виымыны ынны моднемымы еее EE 20 
OW: GO: Шрау?;ыаолоеогяниямиямннииниятыннанытеныИыниеияминынамймыналейаыынаымнсаны ында ны ынаны 20 
Adventuring насы T TIE ене боймен mm 20 
Magic Shapes езен не ыма mE сар e E Әз 20 
Hcr ЕТ ӘӘ" 20 
Utilizing the Planechase: Rules... ааа анаа Yo eaae ge eene no vaso eroe ne No etra е лин ылы ee cae ad eO etude делді 21 
Rolling for Treasure; eee err дн Ry ea eine Pris ae Y sda sunyy ERR YR REY EN PU ean А ТЕРЕ кіп кла ee qna “Өне repu Reed 21 
Cru m —————————— —————————————— 21 
Magic Item e а ы  шаылан ынаыаааны ыы лынан аны ы eee 22 
Item Creation ТаШЕв2сысе имене ен е Өте ДЫ ara тат емде рн тты елена т өте 22 
Legendary Items (Optional)... ettet ete tenait D с йы ыда eene oe леан дағда лке қ оО Н 23 
Purchasing arid Selling Cards: and) ейі: ан яна клен МИЫ таны тыл UE En а Ыр 23 
Random Spells for Ттеабиге о... ммм мə 23 
Ѕре'Сопегѕіоп: касса ын ———————————————————Á——ÉÁ— —X 23 


Kunme———————————— ————————————————————— НЕ 24 


Experience; Tabl6.. otc het teet елененоликонаенғдананелеоамекамыамеқанмын акан 24 
BIST Tol rM — M ——— ————— —————————— Á—— —— ДА 25 
РипвБвЕоОоПІКШЕб5; сомын C DELE LLL ND 25 
ерис 25 
Danger Кеме: EET 25 
Determining a Bosses’ Starting Life Тоќа!..................................... ааа. ЫЫ ЫЫ. 25 
бсатеРіІаузесавсавысмицкавикионияпнанарнайыншеайынамананрғаймындардыаммайыннымеамынмы E ee 25 
Boss Gameplay Өріс: мыоньиедейынманаййыныненейыннайанйыныалейын дына елд ы ср ДЕ 26 
New Keywords апа Тегтпе;.5сес,ресмавиман нне ЕР енен де ан еке дела ДАҒДЫНЫ 26 
В0555-ТШІГПоселезииповоникийдайаныныайааыананаданананынайынандаасынлаа ней ———— нн 28 
Game Мачег(Орпоцйа!);нӘОлемысы ыммен нсады аа бымен На д еі 29 
Playing à Dungeon Весіс;лиле —————————————————— m 29 
Сгеайптргап:Авуепшиге:ссоринсисавиянееа ерен ыйлы ыы ыаиенинлыымен eau cope es ood ында ай 29 
Creating.a. Dungeon Вескрысаввымаа ларын дады данамын a E EO e EERE E aE Ea S EAE EER eE eera and 31 
Planar ео ИЕ 31 
репрес 31 
SCHEME DOCK c mI ——————————————————————— A 31 
Boss. Deck arid Fragments erre Er етер FERRE деб ру Тер rien АГЬ алан ege eg Ress наана б Ир iure қр Қ ыры 32 
ADDGDODC o d eo eame hte АНЫ ТЕ он АНЕ d rM IM MM E E 33 
Creature ЕЕ есіне ше ТН ATA E 33 
“General: Spécial RULES RERUM 33 


What is Planeswalker? 

Planeswalker takes Magic: The Gathering and infuses 
it with roleplaying aspects to create a casual co-op 
variant. To play, players create a planeswalker using 
the planeswalker creation rules. Based on the 
planeswalker they have created, they then construct 
their own Magic decks. The planeswalkers then 
adventure attempting to conquer automated 
dungeons (premade decks that don’t require a 
player to run them). Being successful is rewarded 
with new spells (cards) to add to their existing deck 
or items that affect their planeswalker’s abilities. As 
planeswalkers gain levels, they can cast more and 
more powerful spells and gain traits that help them 
in battle. 


What do you need to play? 

A working knowledge of Magic as well as cards will 
allow a player to get started (the bulk of your deck 
starts out being common cards). This can be 
accomplished in a few different ways. Here are two 
recommendations: 


1) One person could provide the cards, but he would 
retain ownership of them. That person could use his 
own collection for loot and opening packs and at the 
end of the campaign take his cards back. 


2) All of the player's provide their own cards. They 


would also help with the cost of packs for random 
treasure. They could also determine a want list of cards and provide them for random treasure. When the campaign is 
over, the players keep all of their respective cards. 


A single 20-sided die, a complete set of ‘Planechase’ cards and die (or normal six-sided die) if you want to use Planes, 
and (depending on the format selected) a print out of a number cards specially tailored for Planeswalker (such as pre- 
made dungeon decks to take on). An online version of Planeswalker playable on ‘Lackey’ is currently in development as 
well. 


Character Creation 
An Excel character sheet is available at the Planeswalker community site (http://community.wizards.com/group/planeswalker). 


Planeswalkers start with 50 character creation points at 1* level plus 6 more per a level gained. Players follow these 
steps to create their planeswalker: 


1) Select Race 

2) Select Attributes 
3) Select Traits 

4) Construct Deck 


Races 

The race of your planeswalker grants game play mechanics to your character that help define their abilities as well as 
their personality. Select two different racial options available to the race during character creation (except for humans 
who receive Spark +1). Are you a green magic wielding elf with powerful beasts at your disposal or are you a vampire 
lord who summons undead minions to his aid? 


Angel 


Angels are beautiful winged humanoids primarily aligned with good creatures. Angels have 
an extremely strong sense of justice and are often selfless and reliable guardians. 


Racial Options: White Magic +2, Manifestation +2, and Sorcery +2 
Racial Trait: Ever Vigilant 


Creatures you control have “1: This creature gains Vigilance until end of 
turn." 


Aven 


A race of bird people, Aven are majestic and proud. In battle, they are agile and fierce. There 
are two primary species of Aven, one winged and one wingless, with each line further split 
along distinct bird species such as owls, eagles and hawks (the most numerous). 

Racial Options: Blue Magic +2, Evocation +2, and Beast Mastery +2 

Racial Trait: Skybourne 


Creatures you control have “2: This creature gains Flying until end of 
turn.” 


Centaur 


Half horse and half human, centaurs are commonly forest keepers and druids and can be 
found in forests almost everywhere. They are extremely fast and strong warriors and 
wielders of many weapons, especially bows and spears. 


Racial Options: — Green Magic +2, Beast Mastery +2, and Sorcery +2 
Racial Trait: Warrior Spirit 


Creatures you control have “2: This creature gets +2/+2 until the end of 
turn. Play this ability only once each turn.” 


Demon 


Generally humanoid but with massively muscular bodies, twisted, horned faces, clawed 
limbs, and in many cases leathery wings, demons embody the suffering and evil desires of 
ordinary races. 

Racial Options: Black Magic +2, Sorcery +2, and Manifestation +2 

Racial Trait: Dark Offering 


Non-token creatures you control have “Sacrifice a creature: This creature 
gets +2/+2 until end of turn.” 


Djinn 

Djinn are powerful but whimsical flying spirits. Physically the Djinn have humanoid features 
but can change both form and size at will. Djinn are very clever and find joy in deceiving or 
destroying lesser beings. 

Racial Options: Blue Magic +2, Evocation +2, and Life-Essence +1 

Racial Trait: Sower of Entropy 


Instant cards in your hand have Replicate where the replicate cost is the 
original casting cost plus 2 colorless mana. 


Elf 


Elves are only marginally stronger or faster than humans, but with a life span up to seven 
hundred years they normally have superior skill, knowledge and guile than any other 
humanoid being. Their zealous protection of the forests they live in is widely known as one of 
the most fundamentally natural concepts. 

Racial Options: Green Magic +2, Leadership +2, and Mana Adaption +2 


Racial Trait: Mana Infused 
Non-token creatures you control have “е: Add ® to your mana pool." 


Faerie 


Faerie are small flying sprites that are capricious, mischievous, and occasionally cruel. They 
often harvest the dreams of others throughout the world and bring them back to their 
queen. 


Racial Options: Blue Magic +2, Enchanting +2, and Manifestation +2 
Racial Trait: Trickery 


Enchantments you own have "2: Return this enchantment to its owner's 
hand." 


Flamekin 


Flamekin are sentient, civilized, elementals. Their bodies are smooth and black, made of a 
malleable stone-like substance and wreathed in flame. This flame is not hot to the touch 
unless the Flamekin wishes it to be. Flamekin are highly spiritual. 
Racial Options: Red Magic +2, Manifestation +2 , and Mana Adaption +2 
Racial Trait: Mana Release 
Basic lands you control have “Sacrifice this land: Add ё to your mana 
pool." Non-basic lands you control have "Sacrifice this land: Add e e to 
your mana pool." 


Giant 


Most giants are large brutish humanoids ranging in size from that of a house or barn to a 
large mountain. They are often stupid and randomly destructive, however not all are this 
way. 

Racial Options: Red Magic +2, Aberrations +2, and Life-Essence +1 

Racial Trait: Titanic Defense 


Creatures you control can block one additional creature and have “1: This 
creature gains Reach until end of turn.” 


Goblin 


Typical goblins are small, with pointed ears, elongated noses, and green skin, though 
regional variations exist. Goblins tend to be impulsive, greedy, and extremely dim-witted. 
Despite this, they are often adept at tinkering. 
Racial Options: Red Magic +2, Artifice +2, and Leadership +2 
Racial Trait: Goblin Weaponry 

Creatures you control have “When this creature goes to the graveyard 


from the battlefield, flip a coin. If the result is heads, you may deal 2 
damage to target creature or player.” 


Golem 


Built by powerful wizards, golems are artificial constructs that have different levels of 
sentience. They come in various sizes and materials, but often are modeled after the 
humanoid form. 


Racial Options: — Spark +1 
Racial Trait: Gift of Sentience 


Artifact creatures you control have "2: Target noncreature artifact 
becomes an artifact creature with power and toughness each equal to its 
converted mana cost until end of turn." 


Horror 

Horrors were once members of another species but have become deeply corrupted and 
transformed by evil influences into unnatural beings. The dark masses of oft- 
indistinguishable shape excel at psychically attacking others and subjugating them to their 
will. 

Racial Options: Black Magic +2, Leadership +2, and Life-Essence +1 


Racial Trait: Psychic Tendril 


Non-token creatures under your control have "Sacrifice this creature: Put 
a -1/-1 counter on target creature." 
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Нитап 


By far the most numerous single species in the Multiverse, humans сап be found on virtually 
any plane capable of supporting life. Perhaps the greatest contributor to this feat is their 
tolerance for almost any environment and every type of mana. 


Racial Options: — Spark +1 
Racial Trait: Human Ingenuity 


You receive an additional 2 points during character creation that can only 
be spent on traits. 


Imp 


Imps are pesky, usually winged creatures resembling very small devils. They often taunt and 
ridicule their enemies in an attempt to enrage them into making mistakes. 


Racial Options: Black Magic +2, Evocation +2, and Mana Adaption +2 
Racial Trait: Pester 


Creatures you control have Provoke (When this creature attacks, you 
may have target creature defending player controls untap and block it if 
able.) 


Kithkin 


Kithkin are a small-stature species that typically grow no taller than 4'6". They have a strong 
sense of community and simplicity. They are known for their thoughtweft, a near-psychic 
empathy between all kithkin on the plane. 


Racial Options: — White Magic +2, Enchanting +2, and Beast Mastery +2 
Racial Trait: Thoughtweft 


Creatures you control have"1, Tap two untapped creatures you control: 
Put a 1/1 white kithkin soldier creature token onto the battlefield." 


Kitsune 


Kitsune resemble ‘fox-people’ with luxurious fur and large voluminous tails. They are long- 
lived spiritual beings with strong beliefs in honor and their traditions. Kitsune often excel at 
swordsmanship and are taught at a young age. 

Racial Options: — White Magic +2, Leadership +2 , and Evocation +2 

Racial Trait: Blade Master 


Creatures you control have "1: This creature gets Bushido 1 until end of 
turn." 


Kor 


Kor have white skin, slightly elongated skulls, and small barbels hanging from their chins. 
They are a nomadic and deeply spiritual people who often dwell on the open plains. 


Racial Options: White Magic +2, Artifice +2, and Aberrations +2 
Racial Trait: Spiritual Guidance 


Creatures you control have “2: This creature gains Lifelink until end of 
turn.” 


Leonin 


Leonin are a proud race of Lionfolk. Male Leonin are generally soldiers, craftsman and 
priests, whereas females are generally healers and hunters. The Leonin are unmatched 
craftsman and fighters, able to quickly adapt to the use of any kind of weapon. 

Racial Options: White Magic +2, Artifice +2, and Mana Adaption +2 
Racial Trait: Weaponsmith 

Creatures you control get +1/+1 for each equipment attached to them. 


Loxodon 


Loxodon are large humanoid elephant-folk, intelligent and highly spiritual, slow but 
immensely powerful. Loxodon prefer to avoid confrontation and often use their intimidating 
size and popular respect to quell violence before it begins. 

Racial Options: White Magic +2, Enchanting +2, and Life-Essence +1 
Racial Trait: Peacekeeper 

Creatures you control have “2, e: Tap target creature." 


Merfolk 


Merfolk are humanoid aquatic creatures with fish-like characteristics. They have long 
fishtails that give them impressive speed and skill in water and tend to be slimly built with 
shimmering blue scales and ornately finned skulls. They are known for their intuitive magic. 
Racial Options: Blue Magic +2, Sorcery +2, and Leadership +2 
Racial Trait: Spelldelver 


Sorcery cards in your graveyard have Flashback where the flashback cost 
is the original casting cost plus 3 colorless mana. 


Minotaur 


Minotaur are large bull-human hybrids that are renowned for their tactical brilliance, 
military strength, and cunning ferocity. They are known for instilling blood lust in their 
troops. 


Racial Options: Кеа Magic +2, Sorcery +2, and Enchanting +2 
Racial Trait: Battle Cry 
Attacking creatures you control get +1/+0. 


Nezumi 


Nezumi are ratfolk that are often greedy, treacherous thieves, mercenaries, and bandits. A 
few Nezumi are also talented shamans, their magics learned from scrolls stolen from other 
species. Nezumi are generally split into various gangs, some more powerful than others. 


Racial Options: Black Magic +2, Beast Mastery +2, and Artifice +2 
Racial Trait: Thick as Thieves 
Creature cards in your hand have Ninjutsu 3. 


Ogre 


Ogres are rapacious, bestial giants that can stand 10 feet tall and weigh 650 Ibs. In battle 
they often wield large weapons with their immense brute strength. They revel in the abuse 
and bullying of things smaller then themselves like cruel children. 


Racial Options: Red Magic +2, Aberrations +2, and Sorcery +2 
Racial Trait: War Lust 


Creature cards you own that aren't on the battlefield have Bloodthirst 1 
(If an opponent was dealt damage this turn, this creature enters the 
battlefield with a +1/+1 counter on it.) 


Orochi 


Orochi are a race of lithe, reclusive, four-armed snakefolk that dwell in forests. They form 
tribal societies that are fiercely religious. The Orochi are notoriously uncompromising of 
other societies. 
Racial Options: Green Magic +2, Evocation +2, and Manifestation +2 
Racial Trait: Venomous 

Creatures you control have “Whenever this creature deals combat 


damage to a creature, tap that creature and it doesn’t untap during it’s 
controller's next untap phase." 
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Rhox 


Rhox are rhino-folk characterized by a thick armored skin and protuberant horns that grow 
from their nose. They have an extremely powerful charge that they use to overrun enemy 
defenses. 


Racial Options: — Green Magic +2, Artifice +2, and Beast Mastery +2 
Racial Trait: Tactical Mind 


Non-token creatures you control have Exalted (Whenever a creature you 
control attacks alone, that creature gets +1/+1 until end of turn.) 


Soratami 


Soratami, otherwise known as ‘moonfolk’, are a beautiful, cloud-dwelling race of long-eared, 
blue-skinned humanoids. They are highly manipulative, and detest the other races. The 
Soratami are accomplished telepaths and are known for their higher learning. 


Racial Options: Blue Magic +2, Aberrations +2, and Mana Adaption +2 
Racial Trait: Meditation 


Land you control has “1, Return this land to its owner’s hand: Draw a 
card, then discard a card.” 


Treefolk 


Treefolk are sentient creatures which resemble trees both physically and biologically. They 
are normally quiet, and slow and lumbering if they move at all, but are quick and relentless 
in the defense of their forests. They are often guardians of a forest's ecology and harmony. 
Racial Options: Green Magic +2, Mana Adaption +2, and Enchanting +2 

Racial Trait: Barkskin 


Creatures you control get +0/+1 and have "3: This creature gets Hexproof 
until end of turn." 


Troll 


Trolls are large, bestial, and often ill-tempered humanoids that usually dwell in forests and 
have regenerative powers. 


Racial Options: Green Magic +2, Aberrations +2, and Life-Essence +1 
Racial Trait: Reinvigorate 
Creatures you control have “2: Regenerate this creature.” 


Уатріге 


Vampires are undead humanoids with gaunt features апа а sallow complexion with large 
fangs. When they damage or kill something else they get stronger. They often control the will 
of lesser beings. 
Racial Options: Black Magic +2, Enchanting +2, and Leadership +2 
Racial Trait: Vampire’s Gift 

Creatures you control have “Put a +1/+1 counter on this creature 


whenever a creature dealt damage by this creature is put into a 
graveyard this turn.” 


Vedalken 


The Vedalken are bald, blue-skinned humanoids with strictly structured minds and a 
tendency towards logic, research, politics and rule of law. They tend to have a certain private 
disdain for other races, instinctively viewing them as somewhat inferior. 
Racial Options: Blue Magic +2, Artifice +2, and Manifestation +2 
Racial Trait: Mechanical Expertise 

Non-token creatures you control have " e: Add 2 mana to your mana 


pool. Spend this mana only to cast artifact spells. This creature doesn't 
untap during it's controller's next untap step." 


Viashino 


Viashino are intelligent lizardfolk with lean, muscular builds descended from dragons. They 
are quick, agile, and vicious when required. 


Racial Options: Red Magic +2, Beast Mastery +2, and Evocation +2 
Racial Trait: Predatory 


Creatures you control have “1: This creature has Haste until the end of 
the turn.” 


Zombie 


Zombies are animated corpses that normally have no connection with the soul of the 
deceased, though some especially powerful necromancers know how to turn themselves into 
undead while retaining their previous faculties. 


Racial Options: Black Magic +2, Aberrations +2, and Life-Essence +1 
Racial Trait: Undying Flesh 


Creature cards in your graveyard have Unearth 3. (3: Return the card to 
the battlefield. The creature gains haste. Exile it at the beginning of the 
next end step or if it would leave the battlefield. Unearth only asa 
sorcery.) 
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Attributes 


Attributes define what spells you can cast and the contents of your deck. Each rank costs the number in parentheses. 


The maximum rank of an attribute you can purchase during character creation is the planeswalker's level +4 (racial and 


item bonuses may give you a higher total number). АП planeswalkers start with a starting hand-size of 3 cards and 10 life 


before adjustments. Points can be saved and spent at a later time. 


Example: Billy creates an Orochi Planeswalker. He decides to buy 1 rank in Green Magic. This costs 1 point. Although he 


has a rank of 1 in Green Magic, he cannot cast Llanowar Elves (cost of G) because he has no ranks in Leadership (the 


attribute the creature type 'elves' falls under). If he buys 1 rank in Leadership, he will be able to play any green creature 


that Leadership governs. If he wants to cast a 2 casting cost green creature that falls in the Aberrations category, he 


would need to buy another rank of Green Magic for an additional 1 point and then buy 2 ranks in Aberrations. 


Note: Hybrid cards (but not gold multi-color cards) are a special case in which just one color of the appropriate rank is 


required to have a spell in your deck. For example, Rendclaw Trow (casting cost of 2 colorless mana and 1 black or green 


mana) requires 3 ranks in Aberrations and either 3 ranks in Black Magic or 3 ranks in Green Magic. 


Attribute 
Black Magic 
Blue Magic 
Green Magic 
Red Magic 
White Magic 
Artifice 


Enchanting 
Sorcery 
Evocation 
Aberrations 


Beast Mastery 


Leadership 


Manifestations 


Mana Adaption 
Spark 
Life-Essence 


Cost Effect 


1 


1 
1 
1 
1 
1 


PPP Pp 


Each rank allows the ability to cast black spells with that mana cost or lower. 

Each rank allows the ability to cast blue spells with that mana cost or lower. 

Each rank allows the ability to cast green spells with that mana cost or lower. 

Each rank allows the ability to cast red spells with that mana cost or lower. 

Each rank allows the ability to cast white spells with that mana cost or lower. 

Each rank allows the ability to cast an artifact with that mana cost or lower. Artifact creatures are 
governed by both this ability and the Manifestations ability. To cast a 2 cost artifact creature for 
example, you would need 2 ranks of Artifacts and 2 ranks of Manifestation. 

Each rank allows the ability to cast an enchantment with that mana cost or lower. 

Each rank allows the ability to cast a sorcery with that mana cost or lower. 

Each rank allows the ability to cast an instant with that mana cost or lower. 


Each rank allows the ability to cast an aberration category creature with that mana cost or lower. 
Aberrations are ‘unnatural’ monsters, such as skeletons, giants, and dragons. Reference the listing in 
the appendix for a more robust list. 


Each rank allows the ability to cast a beast category creature with that mana cost or lower. The beast 
mastery category includes ‘natural’ creatures, such as wolves and bears. Reference the listing in the 
appendix for a more robust list. 


Each rank allows the ability to cast a leadership category creature with that mana cost or lower. The 
leadership category includes sentient humanoids, such as elves and humans. Reference the listing in 
the appendix for a more robust list. 


Each rank allows the ability to cast a manifestation category creature with that mana cost or lower. The 
manifestation category includes spirit-type creatures, such as angels and elementals as well as 
constructs, such as walls and golems. Reference the listing in the appendix for a more robust list. 

Each rank allows the presence of two non-basic lands in your deck. 

Each rank allows you to start with another card in your starting hand. 

Each rank gives you two additional life. 
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Attribute Bonuses by Race 


Race 


Black Magic 


Blue Magic 


Green Magic 


Red Magic 


Enchanting 
Evocation 
Aberrations 


Artifice 


Beast Mastery 


Leadership 


Mana Adaption 


Spark 


Life-Essence 


Angel 


x White Magic 
>< |Sorcery 


>< Manifestation 


Aven 


>< 


>< 


Centaur 


>< 


>< | >< 


Demon 


Djinn 


EIf 


Faerie 


Flamekin 


Giant 


>< 


Goblin 


Golem 


Horror 


Human 


Imp 


Kithkin 


Kitsune 


Kor 


Leonin 


Loxodon 


>< |х | |< |х 
>< 
>< 


Merfolk 


Minotaur 


Nezumi 


Ogre 


Orochi 


Rhox 


Soratami 


Treefolk 


Troll 


Vampire 


Vedalken 


Viashino 


Zombie 
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Traits 


Traits are generally passive abilities that enhance your planeswalkers battle prowess in interesting ways. Their cost is 


listed in parentheses and can only be purchased one time unless otherwise stated. 


Trait 
Adventurer 
Armament 
Master 
Artificer 
Artisan 


Assassin 


Bearer of 
Knowledge 


Call of the Wild 


Channeling 
Controller 
Cunning 
Defender 


Diplomacy 


Divination 
Elite Follower 


Enchanter 
Espionage 


Essence Shaper 


Evoker 
Field General 


Flexible Mind 
Focus 


Follower 
Forceful Will 


Fortunes 
Gifted Healer 


Half-Breed 
Healing 


Heroism 


4 
3 


No BBN 
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Cost Description 


When you draw cards from the treasure deck, draw an additional card. 

First equipment cast by you on your turn costs one less colorless mana (Does not stack with Artificer). 
Equipping artifacts costs one less colorless mana. 

First artifact spell played by you on your turn costs one less colorless mana. 

Add 2 to your roll when rolling on the Treasure Table to determine if you find an item. When rolling 
on the item creation table, you may adjust your rolls (up or down) by up to 2. 

Тар а creature you control, that creature deals damage equal to its power to target creature. Use this 
ability only once per a turn on your turn. 

When a source you control causes you to draw a card(s) you may pay 1. If you do, target allied player 
may draw а card. Мау be used only once per a turn per a source. 

(Requires 7 Ranks in Green Magic) If you would draw a card, you may instead reveal cards from the 
top of your library until you reveal a creature. Put that card into your hand and put all other cards 
revealed this way on the bottom of your library in any order. 

You may cast ‘X’ spells for 5 more total casting cost then your attributes would normally allow. 
When you cast a spell, you may tap or untap target creature or artifact. 

Once per a game, you may cancel a scheme put in motion. 

At the beginning of each opponent’s combat phase select a creature you control. That creature gains 
Double Strike. 

(Requires 7 Ranks in White Magic) Whenever you cast a creature spell you may pay 1. If you do, put 
a 1/1 white soldier creature token on the battlefield. 

Once per a turn you may look at the top card of your deck. 

(Requires Follower) When using the Follower trait, instead search for a creature with a converted 
mana cost of 2 or less and place it on the battlefield. 

First enchantment spell played by you on your turn costs one less colorless mana. 

Once per turn on your turn you may Fateseal 1 an opponent’s library. 

Only 2 cards of the appropriate type are required for trading-in spells when using spell conversion. 
First instant spell played by you during each turn costs one less colorless mana. 

Select a legendary creature in your deck. That creature becomes your ‘General’ as per the 
Commander format. 

You may pay 3 mana and discard a card to draw a card. 

Select three different common cards in your deck. You may add a copy of each to your deck (ignoring 
the single copy rule for those cards). 

At the start of a game, search your deck for a creature with a converted mana cost of 1 or less and 
place it on the battlefield. 

(Requires 7 Ranks in Blue Magic) Once per a turn you may pay 1 life and exile two cards in your hand 
to counter target spell. 

(Requires Divination) Once per a turn on your turn, you may Scry 2. 

(Requires Healing) When using the Healing trait, target allied player may instead gain life equal to 
half of the amount rounded up. 

Gain the racial ability of another race besides your own. This trait can only be selected during 
character creation. 

When a source you control causes an allied player to gain life, you may have target allied player gain 
1 life. May be used only once per a turn per a source. 

When a scheme is put into motion that matches the active boss, you may draw X cards, gain X life, 
and a creature you control gets X +1/+1 counters where X equals the number of Fragments +1. 
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Inspiration 
Jeweler 


Knowledge 
Expansion 
Land Link 


Lichborn 
Mana Attuned 


Mana Conduit 


Mana Infused 
Mentor's Gift 


Overpower 
Pathfinder 
Planar Precision 


Planar Study 
Pyromancy 


Schemer 
Scout 
Signature Spell 


Sorcerer 
Spell Infusion 
Spymaster 
Stalwart 
Stealth 
Striker 


Summoner 
Tactician 


Taunt 

Thrifty 

Tinkerer 
Treasure Finder 


Tribal 
Undead 


o 


^o 


(Requires Tribal) All the creatures you control gain +1/+1. (Does not stack with Tribal) 

Add 2 to your roll when rolling on the Treasure Table for a gem. When using a gem as a mana source, 
a roll of 17 or higher doesn't destroy the gem at the end of the game (instead of 20). 

Your maximum hand-size increases by one. This trait may be taken multiple times. (The normal 
maximum hand-size is 7) 

At the start of a game, search your library for a basic land card and put it in play. 

(Requires 7 Ranks in Black Magic) At the beginning of your upkeep, you draw a card and lose 1 life. 
(Requires 3 Ranks in Mana Adaption) You may exile a card from your opening hand and search 
library for a basic land, reveal it, and place it in your hand. 

Once per a turn, you may empty your mana pool and target player gains colorless mana equal to half 
the mana (rounded down) emptied this way. 

During the first main phase of your turn, you gain one extra 1 colorless mana in your mana pool. 

You may add an additional rare to your deck of your choice (following the single copy rules). This trait 
can be taken multiple times. 

You may have one card in your deck that normally requires 2 or less appropriate attribute ranks more 
to cast than you possess. (If you had 5 ranks in both Green Magic and Beast Mastery, you could put 
one 7 cost green beast into your deck) 

(Requires Planar Study) When rolling planar dice, roll two selecting either result. 

(Requires Planar Study) Once per a game, when you cause a plane change, you may search the 
planar deck and chose what plane is put into play. 

Once per a boss you may change a chaos result on a planar die to a planeswalker result or vice versa. 
(Requires 7 Ranks in Red Magic) If an instant or sorcery you control deals damage to a creature or 
player, you may pay 1. If you do, deal an additional 2 damage to that creature or player. 

(Requires Cunning) Whenever a scheme card is drawn, instead reveal the top two cards of the 
scheme deck and choose which one is put in motion. Put the other scheme on the top of the deck. 
After the Dungeon has been selected, you may sideboard in a number of cards equal to your level 
(cards are swapped in and out on a 1:1 basis). 

Select a non-land card in your deck when you select this trait. You may start each game with this card 
in your hand in addition to your normal hand. You may switch to a different spell when you level. 
First Sorcery spell played by you on your turn costs one less colorless mana. 

Once a turn at the beginning of your upkeep, you may pay 1 mana. If you do, draw a card. 

(Requires Espionage) When using the Espionage trait, you may Fateseal 2 instead. 

Untapped creatures you control get +0/+1 on opposing player's turns. 

Once per a turn on your turn select a creature you control. It is unblockable until end of turn. 

When a source you control deals damage to an opponent or a creature they control, you may deal 1 
damage to target player. 

First non-artifact creature summoned by you each turn costs one less colorless mana. 

When a new boss enters the battlefield, select a target Fragment card. Until a new boss comes into 
play, that Fragment card contributes to the danger level but has no other game effect. 

Once per an opponent's turn you may select one target creature. That creature must attack if 
possible and gets -2/-0 until end of turn. 

Per a visit at the Magic Shop, the first card or item you buy is 1/2 off. The first card sold gives you an 
additional 20 gold. The first gem you sell gets +5 gp variance. 

(Requires 7 Ranks in Artifice) At start of a game, you may search your deck for an artifact with a 
converted mana cost of 1 or less and place it on the battlefield. 

(Requires Adventurer) When rolling on the Treasure Table, roll as if you had earned one more 
fragment (For example, if you earned 4 fragments in a dungeon, roll on the 5 fragment row instead). 
Select a creature type. Creatures you control of that type get +1/+1. (Does not stack with Inspiration) 
At the beginning of your upkeep, you may exile any number of non-land cards from your graveyard. 
Gain life equal to the number of cards exiled this way. 
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Warrior 


Wizard School 


3 Once per a turn on your turn, you may have a creature you control fight target creature (Each deals 
damage equal to its power to the other). 

3 You may add 2 uncommon cards to your deck of your choice (following the single copy rules). This 
trait can be taken multiple times. 


Guild Traits (Optional) 
The guild traits are optional traits that allow planeswalkers to be rewarded for their strict devotion to one of the guilds 
of Ravnica. For a guild trait to be purchased or 'active', the planeswalker's deck must contain a minimum percentage of 
watermarked cards of the appropriate guild (watermarked cards divided by total cards in deck rounded down). When 
selecting one of these traits, record what guild your planeswalker is swearing allegiance. 


Guild Trait | Cost Each Requirement Description 
All guild watermarked cards require one less attribute rank than normal 
40% (24 of 60) of (minimum of one) to be placed in a deck. For example, a Basilica 
Cards in Deck Screecher would normally require 2 ranks in Black Magic and Beast 
Guild Initiate 3 Mastery to be placed in a deck. With this trait, only 1 rank in Black 
have Guild р à А Р : 
Magic and Beast Mastery is required. You may add 2 non-identical 
Watermark . А . f ез 
common cards (ignoring single copy rules) with your guild’s watermark 
of your choice to your deck. 
(Requires Guild Initiate) When casting a spell or activating an ability on 
2" Level & 50% | acard with your guild watermark, you may use either color type of 
Guild (30 of 60) of mana associated with your guild for the mana cost. For example, if you 
КӨДЕ 3 Cards in Deck are a devotee of the Simic Combine, you may use green mana instead 
have Guild of blue mana to cast a spell that has the Simic watermark. You may add 
Watermark 2 non-identical uncommon cards (ignoring single copy rules) with your 
guild’s watermark of your choice to your deck. 
3" Level & 60% (Requires Guild Member) The first guild watermarked spell played by 
(36 of 60) of you during each turn costs one less colorless mana. This trait stacks 
Guild Elder 3 Cards in Deck with other traits that reduce mana cost. You may add 2 non-identical 
have Guild rare cards (ignoring single copy rules) with your guild’s watermark of 
Watermark your choice to your deck. 
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Ravnica Guilds 


Below is a listing of all the guilds of Ravnica with their watermark and colors. 


Guild Name Watermark Colors 
i A 
Azorius © Blue & White 
Senate A AN 
Boros Legion Red & White 
26^ 
House Dimir қ 7 Black & Blue 
Golgari Ж. 
Swart Black & Green 
Gruul Clans C P 


Green & Red 


Guild Name Watermark Colors 
D D Li 4 + 
Izzet League D Blue & Red 
Orzhov 

Syndicate Black & White 
Rakdos Cult Ж аа вра 

Selesnya AW: 

Conclave Green & White 

Simic 
Combine Blue & Green 


Deck Construction 


Planeswalker (Player) Deck Construction 

It is recommended players may only use cards in the Modern format (Mirrodin 
block and newer for expansions and 8" Edition and newer for core sets). The ban 
list is as follows (which should be adjusted by your play group if you run into some 
‘not-fun’ cards or cards that imbalance the game not on this list): 


Dread, Dark Depths, Elesh Norn Grand Cenobite, Ensnaring Bridge, Isochron 
Scepter, Lantern of Insight, Leyline of Singularity, Magus of the Moat, Mind 
Funeral, Platinum Emperion, Platinum Angel, Sensei's Divining Top, Silent Arbiter, 
Skullclamp, Stormtide Leviathan, Trepanation Blade, and Umezawa's Jitte 


Initial deck size is 60 cards with no sideboard. Players may not have more than one 
copy of a card (besides basic lands) for initial deck construction (otherwise known 
as singleton). Players may only add multiple copies of a card (up to 4) if the card is 


found via treasure, leveling, or if a trait specifically allows it. Players can swap out any number of basic land as desired as 
long as the deck meets other requirements. A deck cannot contain any non-basic lands unless the planeswalker has the 
appropriate Mana-Adaption ranks. Rarity maximums of cards are in the table below (Timeshifted cards count as ‘Rare’). 
It is recommended planeswalkers start at 1° level, but deck limits for starting at higher levels are also listed. 


Note: The rarity limit is only for initial deck construction. A planeswalker can have any number of rare cards in his deck if 


he found them during the course of play for example. 


Rarity/Copy Card Maximums 


Planeswalker | Maximum Number of | Maximum Number | Maximum Number of 
Level Commons of Uncommons Rares/Mythics 
1 Unlimited 9 1 
2 Unlimited 10 2 
3 Unlimited 11 3 
4 Unlimited 12 5 
5 Unlimited 13 6 
6 Unlimited 14 7 
7 Unlimited 15 8 
8 Unlimited 16 10 
9 Unlimited 17 11 
10 Unlimited 18 12 
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Gameplay 


How do I play? 

Once players have their planeswalker decks crafted they are ready to play. When they go out adventuring, they are 
looking to gain experience and power by defeating denizens of other planes and finding gold, spells, and items. At any 
time between adventuring, players can change their decks, equip new items, and level up. 


Adventuring 

Determine randomly who goes first in the group. That player is the ‘active’ player. The active player rolls а d20 and 
consults the Adventuring table below. If a ‘Dungeon’ result is rolled, roll on the Dungeon Table. Then roll a planar die 
and consult the Planechase table to determine if the Planechase rules will be utilized for that adventure. If a ‘Special 
Table’ result is rolled, roll on the Special table. When the adventuring action is done, the player to the left of the active 
player becomes the active player and rolls on the adventuring table. 


Note: If desired, a player has the option of playing an opposing deck full-time and becoming the ‘Game Master’ instead 
of playing a planeswalker. See the Game Master section for more details. 


Adventuring Table Dungeon Table 
Roll on d20 Result Roll on d6 Dungeon Deck 


1-15 


Dungeon 1 Orzhova, the Cathedral Opulent 


Special Table | 3 Simic Zonot One 


Roll on d20 Result 


1-15 Magic Shop 5 TBD 


Planechase Table 
Roll on Planar Die Result 


Chaos or Planeswalker Symbol Use the Planechase rules. 


Dungeon 

The players attempt to duel an opposing dungeon deck for the chance at treasure and 
experience. Determine what dungeon deck you will face randomly utilizing the 
Dungeon Table. The Dungeon section has specific rules and details on how the Planeswalker Symbol 
dungeon deck behaves. For each fragment earned before defeat, players get 1 XP. They 
also roll on the Treasure Table as appropriate for the number of fragments they 
received. 


Magic Shop Chaos Symbol 
All players have the option of buying spells and items available at the magic shop when 


this is rolled. To determine what spells are available, reveal the top 5 cards of the treasure deck. The priority player also 
rolls one random magic item which is available to purchase. When done, shuffle the cards back into the treasure deck or 
discard them. 


Treasure! 
The planeswalkers find a hidden cache of treasure. Each player rolls on the treasure table as if just having earned 5 
fragments in a dungeon. 


Utilizing the Planechase Rules 
If it is determined that the Planechase rules are to be used, start the duel with the plane the Dungeon deck is attuned to 
in play. See the Dungeon Deck Gameplay section for details on how the Dungeon deck behaves. 


Rolling for Treasure 

When rolling for treasure after an adventure, determine how many fragments you acquired (maximum 10) and consult 
the Treasure Table. For each column that requires a roll, roll а 420. For example, if Billy earned 3 fragments on his last 
adventure before his party was defeated, he would receive 15 gold and at least 2 card draws from the treasure deck. He 
then rolls а d20 and gets a 17; һе gets an extra draw from the treasure deck! He then rolls again for a gem and gets a 13, 
which isn't enough for a gem. And finally, he rolls for an item and gets a 4, not enough for an item either. In the end Billy 
gets 15 gold and 3 cards this time around. 


Treasure Table 

Fragments Gold Cards Extra Card Gem Шет 
1 10 1 11+ 18+ 20+ 
2 15 2 11+ 16+ 20+ 
3 20 2 6+ 14+ 19+ 
4 25 3 11+ 12+ 18+ 
5 35 3 6+ 10+ 16+ 
6 45 4 11+ 8+ 14+ 
7 65 4 6+ 6+ 12+ 
8 85 5 11+ 4+ 10+ 

9 110 5 6+ 2+ 8+ 

10 150 6 11+ 1+ 5+ 


Gems 

Gems add variety and a random element to the treasure gained by planeswalkers and can 
be sold at the magic shop for gold or can be used as a unique mana source. Gems have 
what is called a ‘variance’ value and a color associated with it. When you go to the magic 
shop, you can sell your gem for the number of cards that appear for sale that match the 
color of the gem plus one multiplied by the value. For example, if you get a gem that has a 
20 gp ‘red variance’ and the shop has a total of two red cards for sale, you can sell it for 
60 gold. If it had zero red cards for sale, it could still be sold for 20 gold. A planeswalker 
has the option of waiting and selling their gem at a later time at another magic shop. 


The other option a gem can be used for is a temporary mana source during a dungeon. 
Before a player starts a dungeon, they may announce they are using a gem as a mana 


source and reveal that gem. That gem starts in play under their control and has “е: Add F ant 


one mana to your mana pool of any color listed as a variance.” It is a permanent and | Gem — 20 gp Red Variance Wy \ 


functions as ап artifact would, but it is not ап artifact (and not susceptible to spells like 5 


Shatter for example). At the end of that dungeon, roll a d20. If the result is a 20, the gem 
goes back in your collection; otherwise destroy it. 


Note: Gems require a gem deck to function within the game. If you do not have a gem deck or do not wish to utilize it, 
just replace each instance of a gem as treasure with an additional 25 gold. 
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Magic Items 

A planeswalker can equip items to enhance their capabilities in combat. There are 4 item types a planeswalker can 
equip: Crown, Amulet, Ring, and Staff. A planeswalker can have only 1 of each equipped at a time to receive their 
benefit. Items are randomly created by rolling on the Item Creation tables. A minor attribute item raises the rank of the 
appropriate attribute by one, whereas a major attribute item raises the appropriate rank by 2. Magic item bonuses do 
not stack. 


Example: Billy receives an item from a hard fought battle. He rolls first on the Item Enchantment table and gets a 10, a 
major attribute. He rolls on the Item Type table next and gets a 14, a ring. He then rolls on the Major Attribute table and 
gets a5, White Magic. Billy receives a Major Ring of White Magic! If he equips it, his rank in White Magic increases by 
two. 


Item Creation Tables 


Roll on Roll on 
d20 Item Type d20 Item Enchantment 
1-5 Crown 1-6 Minor Attribute 
6-10 Amulet 7-11 Major Attribute 
11-15 Ring 12-15 Minor Trait 
16-20 Staff 16-18 Moderate Trait 
19-20 Major Trait 
Roll 
d20 Minor Attribute Major Attribute Minor Trait Moderate Trait Major Trait 
1 Black Black Divination Mana Conduit Assassin 
2 Blue Blue Knowledge Expansion Sorcerer Bearer of Knowledge 
3 Green Green Planar Precision Stealth Call of the Wild 
4 Red Red Channeling Summoner Essence Shaper 
5 White White Defender Taunt Mana Infused 
6 Artifacts Artifacts Healing Warrior Pyromancy 
7 Enchanting Enchanting Jeweler Adventurer Striker 
8 Evocation Evocation Overpower Controller Diplomacy 
9 Sorcery Sorcery Pathfinder Cunning Elite Follower 
10 Aberrations Aberrations Planar Study Espionage Field General 
11 Beast Mastery Beast Mastery Scout Evoker Follower 
12 Leadership Leadership Stalwart Fortunes Forceful Will 
13 Manifestation Manifestation Thrifty Heroism Inspiration 
14 Mana Adaption Mana Adaption Undead Schemer Land Link 
15 Life-Essence Life-Essence Armament Master Spymaster Lichborn 
16 Spark Spark Artificer Treasure Finder Tinkerer 
17 Roll Twice Roll Twice Artisan Tribal Signature Spell 
18 Roll Twice Roll Twice Enchanter Flexible Mind Spell Infusion 
19 ined a Roll on Minor Trait Gifted Healer Tactician А zm um 
20 Rofan Maor Roll on Minor Trait Roll on Moderate Trait Roll on Major Trait ec опао 


Attribute 


*If a 'roll' result has been given once, ignore all further re-roll results 


Attribute or Legendary Item 
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Legendary Items (Optional) 

Legendary items are powerful artifacts that were created and used by some of the 
most influential beings of the planes. The abilities they bestow оп а planeswalker are 
much higher than any other ‘mundane’ magic items. When equipped in the 
appropriate magic item slot (Crown, Amulet, Ring, or Staff) they provide a 
combination of attribute boosts, traits, and other special abilities to a planeswalker. 
They can be sold for 100 gold at the magic shop. 


Purchasing and Selling Cards and Items 
Cards can be bought and sold in the campaign by visiting the magic shop while 
adventuring. To determine the cost of a spell, one of two methods can be used: 


1) Commons are 40 gold, uncommons are 80, rares are 100, and mythic rares are 
120. Although not as accurate as the second method, it is much easier to 
determine pricing. 


2) Look up the card on gatherer.wizards.com. Take the first two decimals from the cards rating and double it; that 
is its cost in gold. (Example: The card ‘Craw Wurm’ has a rating of 2.122, so it cost is 21x2=42 gold pieces.) This 
will result in a more ‘accurate’ price but requires more legwork. 


Cards сап be sold to shops for 1/4 their market price (10 gold for commons, 20 gold for uncommons, 25 gold for rares, 
and 30 gold for mythic rares using option 1 respectively). When a card is ‘sold’ to a shop, it is recommended that the 
card go out of circulation and not put back in the treasure deck. 


Minor magic items can be purchased for 120 gold. Moderate magic items can be purchased for 180 gold. Major magic 
items can be purchased for 240 gold. Magic items can be sold for 1/4 of their purchase price (30 gold for minor items, 45 
gold for moderate items, and 60 gold for major items). 


Random Spells for Treasure 
A communal treasure deck of spells must be put together to help facilitate a random treasure system. This can be done 
in a few ways: 


1) One option for random treasure is opening a number of booster packs 
and shuffling it face-down without looking. This is a lot of fun and very 
random, but is a little bit more costly and gives wide array of spells 
which may be not of much use. 

2) Each player donates a number of cards that they want to get for their 
planeswalker deck. This results in a high quotient of useful cards for 
the players but provides a limited amount of surprise and randomness. 

3) Combination of 1 and 2. 


Spell Conversion 
Planeswalkers have the ability to convert raw magical power into useful effects. In game terms, planeswalkers can trade 
in 3 cards of a specific rarity and color for a card with the same rarity and color from the sets they choose for deck 
construction. Players can use spell conversion any time between games. 


Example: Billy has received two Runeclaw Bears (green commons) and one Rampant Growth (green common) as 
treasure. He could ‘trade-in’ the two Runeclaw Bears and the Rampant Growth for any one common green card of his 
choice (from sets legal for deck construction). 
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Leveling 
When a planeswalker gains enough experience to level, they gain 6 additional points to spend on attributes and traits. 
Also, the planeswalker may add one of the following options to his deck (following the normal construction rules): 


е З Common cards 
е 2 Uncommon cards 
e 1Rareor1 Mythic Rare card 


The planeswalker may also make a ‘free’ trip to the Magic Shop if desired when leveling. If a planeswalker is unsatisfied 
with an aspect of their character, upon leveling they may reduce one attribute by one rank or remove one trait and 
redistribute those points. 


Experience Table 


1 50 50 
2 6 56 
3 6 62 
4 6 68 
5 6 74 
6 100-119 6 80 
7 120-139 6 86 
8 140-159 6 92 
9 160-179 6 98 
10 1804 6 104 


Dungeon 


Dungeon Rules 
A Dungeon is a specialized deck that has been modified to run by itself with the ; і 
help of some automated ‘logic’. A number of Dungeon decks are available to 
download. 


Setup 

The Dungeon deck is actually made up of three different decks; Library (contains 
60 spell cards), Scheme deck (20 cards), and the Boss deck (10 cards). Remove 
the “Епа Boss' from the boss deck and then shuffle all three of these decks. 
Remove three cards from the boss deck and shuffle them with the End Boss. Put 


those four cards on the bottom of the boss deck (this ensures one of the last four J When Gruddner enters the 
. : Й battlefield, deal D damage to all 
bosses is the ‘End’ boss). The players then take the appropriate number of ‘setup’ j| non-flying creatures. 
turns as indicated in the Dungeon Boss Rules table (the boss cannot be attacked Я At the beginning of your upkeep, 
. -— "- | ; 1 deal 1 damage to all non-flying 
during this time). Then it is the bosses turn and the active player flips over the top creatures, 


card of the Boss deck and puts that boss onto the battlefield (following any put 
onto the battlefield instructions). The boss is the placeholder for an opposing 


player. Any card that targets an opposing player can target the active boss following normal games rules. The boss is also 
attacked like a normal player. 


Danger Level 

To determine the initial Danger Level (D), add up the number of players playing. Then determine their average level and 
divide it by three (rounded down) and add it to the number of players; this gets you your Danger Level. For example, 4 
players that are all level 3 would have a danger level of 5 (4 players + 3" level /3 =5). The group’s Danger Level may be 
affected in game and will fluctuate during play (usually going up when a boss is defeated). 


Determining a Bosses’ Starting Life Total 

In the lower right hand corner of the bosses’ card there is a number followed by a ‘D’. Тһе D signifies the player’s Danger 
Level. If a boss has ‘4D’ life, and your current Danger Level is 5, you would take 4x5 to get 20 starting life. A boss is 
defeated and replaced by the next boss when their life total becomes 0. 


Note: To defeat a boss with poison, you must inflict half of their starting life total in poison counters. 


Game Play 

e The objective is to eliminate the End Boss unless otherwise noted (although players will still be rewarded based 
on the number of bosses defeated). 

e All players share turns (as the Two-Headed Giant format). The official rules for the Two-Headed Giant format сап 
be found here. 

e Players contribute their starting life total to the player's total life (if two players are playing and one has a 
starting life of 16 and the other has a 14 starting life total, the team starts at 30 life). The players lose if they are 
reduced to zero life or have a number of poison counters equal to or greater than half of their initial life total. 

e Players get a number of setup turns before the boss takes his first turn (and the turns alternate thereafter). Тһе 
number of turns is determined by the number of players and can be found on the Dungeon Boss Rules table. 
Players draw a card on their first setup turn. The boss cannot be attacked/interacted with during setup turns. 


41155) 


Boss Gameplay Logic 


When either the bosses’ library or scheme deck is out of cards, reshuffle their graveyard into the appropriate 
deck (A boss cannot lose due to lack of cards to be drawn). 

The Boss has an infinite amount of mana needed and will always pay additional costs required (For example 
Propaganda, Mana Leak, kickers, etc.). 

The Boss has no maximum һапа-сіге. 

The Bosses’ main phase starts with revealing a scheme card from the scheme deck and putting it into motion. 
The Boss only casts spells once per a turn, at the start of its main phase (after putting a scheme in motion). ‘Flip’ 
over the top card of the bosses’ spell deck and cast it. If there are no legal targets for a revealed spell, the Boss 
keeps it in their hand (which can be targeted with discard effects). 

Anything returned to the bosses’ hand (or put there by a draw effect) remains there until the beginning of its 
next main phase when it casts spells and is then cast after the revealed spell(s) for that turn. 

All creatures the Boss controls attack each turn if able (with the exception of creatures with the Guardian and 
Cautious keywords, see below). 

If the Boss must sacrifice a creature, it sacrifices the lowest value (see keyword below) creature it controls. If it 
must sacrifice a permanent, it sacrifices the lowest converted mana cost (CMC) permanent it controls. 

If the Boss has the opportunity to destroy or exile an opposing creature, it destroys the highest value creature 
(see below). If it destroys a permanent, it destroys the highest CMC permanent. 

If a choice is presented to the Boss and no rules govern it, determine the result randomly (such as Fact or 
Fiction). 

When a boss is defeated, place the appropriate fragment for that boss in the command zone. A fragment acts 
like an emblem and raises the danger level by 1 and has other game effects. Fragments also determine treasure 
and experience earned. 


Dungeon Boss Rules 
Scheme Deck 
# of Players # of Setup Turns #ofPlanarDice Spell Deck Draws Draws 

1 3 1 1 Every Other Turn 

2 2 Every Other Turn 

3 2 2 1 One а Turn 

4 2 3 1 One a Turn 

5 2 3 2 One a Turn 

6 1 3 2 One a Turn 
Danger Level 10 - +1 +1 One а Turn 
Danger Level 15 - +1 +1 One a Turn 


New Keywords and Terms 
The following are new Planeswalker keywords and terms that help facilitate play and appear in Dungeon decks: 


Boss: This is a new card type unique to Dungeon decks that take the place of an opposing player. Boss cards cannot be 


destroyed or exiled, and can only be removed from play if their life becomes zero or have taken sufficient poison 


counters. Bosses do have a color, but no casting cost. They are targeted just like an opposing player. When a boss is 


defeated, immediately flip over the next boss from the boss deck and put them onto the battlefield. If the boss is the 


End Boss (denoted as a subtype after Boss) and the players defeat him, they have completed the dungeon. 
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Flip: A ‘Flip’ is when the boss reveals the top card of his library in his main phase after putting а scheme in motion. Some 
keywords relate to a flip. 


Converted Mana Cost (CMC): The converted mana cost of the card. 
Creature’s Power and Toughness (CPAT): A creature’s power plus toughness (including any modifiers). 


Value: A card’s CMC plus current CPAT. If a creature is enchanted with a beneficial enchantment or has beneficial 
equipment equipped, add it’s CMC as well. 


Guardian (Silver Border): This creature always blocks the highest power 
unblocked creature attacking that it can legally block (if there is a tie, it blocks 
the creature with the lowest toughness). If more than one creature with the 
Guardian keyword is on the battlefield, start with the Guardian creature with 
the highest toughness and progress downwards. 


Cautious (Yellow Border): When this creature is controlled by the Adversary it 
doesn’t block and only attacks if there are no creatures that can legally block it 
on the battlefield. 


Cautious (When this creature is controlled А : 
by a boss it doesn't block and only attacks if Number of Players (P): This term is used on cards to represent the number of 


th ji tures that қ : , 
legally Mock]. VA voi mica players (this does not include the boss). If there are four players, ‘P’ equals 4. If 


At the beginning of your upkeep, each f written with a number such as 3P, take the number of players multiplied by 3 (3 
opponent loses 1 life. You gain life equal А А 
to the life lost this way. x 3 = 9 іп this example). 


Danger Level (D): Used on cards to measure the player’s relative strength or 
progress in the dungeon. To determine the Danger Level (D), add up the number 
of players playing. Then determine their average level and divide it by three (rounded down) and add it to the number of 
players and fragments in play; this gets you your Danger Level. When written 4D, take the number multiplied by D. 


Fragment: When a boss is defeated, their fragment is placed in the command zone. A fragment acts like an emblem. 


Number of Fragments (F): This term is used on cards to represent the number of fragments the players have earned in 
the current dungeon. If the players have defeated four bosses and have four fragments, F equals 4. If written with a 
number such as ЗЕ, take the number of fragments multiplied by 3 (3 x 3 = 9 in this 
example). 


Emblem - Site: When these cards are revealed during a flip, follow the instructions 
on the card. They usually give a bonus to the players if they achieve certain criteria. 
If a Site is placed in the boss's hand, discard it to the graveyard. 


Assault X: When a boss has the Assault keyword, it attacks each turn and its power 
is considered ‘X’ (If a boss receives Assault more than once the effect is 
cumulative). When a boss attacks, it can be blocked as if it was a creature, but it 
remains a ‘boss’ and never becomes a ‘creature’. For example, a 1/1 snake with 
deathtouch could block a boss and would deal 1 damage to the boss, but since the 


heme in motion, 


boss isn't a creature, deathtouch has no effect. І > ре 
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Cantrip Х: When а card with this keyword is revealed, flip an additional card if the 
player’s danger level is X or higher regardless if this spell is cast successfully or 
not. This may result in multiple flips! Cantrip does not activate on spells cast from 
the boss’s hand. 


Pity X: When this card is flipped over, discard it and flip another card over instead 
if the player’s danger level is under X. 


Regenerator: A new keyword for creatures. The first time this creature would be 
destroyed each turn, it isn’t. Instead tap it, remove all damage from it, and 
remove it from combat. 


Increase the Danger Level by 1. Scheme: Schemes operate like they do in the ‘Archenemy’ variant of Magic. The 
Creatures under your control with a official rules can be found here. A number of schemes have Boss (Name) on 
+1/+1 counter gain trample. . КЫ 
them. If that name matches the active boss, the additional effect on the scheme 


activates as well. 


Scheme Creature: This is a special type of scheme that when it is put in motion, the card is put onto the battlefield like a 
normal creature. It uses the stack and remains un-counterable like other schemes. It does not have a casting cost, but is 
NOT a token. It does have a color, represented by mana symbols on the card. If a scheme creature is returned to its 
owner's hand, it goes back to the boss's hand and is put back into play like other spells (it has а 0 СМС and cannot be 
countered). 


Boss’s Turn 
Untap 
Upkeep 
e Тһе Boss always pays for any upkeep on spells or echo costs. 
Draw 
e Тһе Boss does not draw a card each turn but still has this phase for other spell effects. 
First Main Phase 
1. Puta scheme in motion by flipping over the top card of the scheme deck. 
2. If Planechase Rules are being used: Roll a number of Planar dice as appropriate to the number of players (if 
planar dice are unavailable, use a normal six-sided die: 1-4=No Result, 5=Chaos symbol, 6=Planeswalker symbol). 
a. NotonHome Plane: If any result is the chaos or planeswalker symbol and the Boss is not on their home 
plane, switch the plane to their home plane. Otherwise nothing happens. 
b. OnHome Plane: If any result is the chaos symbol, the chaos ability triggers (only once regardless of the 
amount of chaos symbols rolled). Otherwise nothing happens. 
3. Flip the top card of the bosses' spell deck and cast it (continue to reveal cards as appropriate). If there are no 
legal targets for a revealed spell, the Boss keeps it in their hand (which can be targeted with discard effects). 
4. Castany other spells in hand if there are legal targets. 


Combat Phase 

The Boss attacks with all creatures possible (with possible exception of creatures with Guardian and Cautious). 
Second Main Phase 

End of Turn 
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Game Master (Optional) 
For a more in-depth role-playing experience, someone can serve as the group’s Game Master (GM). The GM creates a 


narrative much like in the Dungeons & Dragons role-playing game. The GM is the rules moderator, the narrator, a player 
of many different characters and decks, and the primary creator of the game’s world, the campaign, and the adventure. 
Although there is absolutely nothing wrong with playing Planeswalker as a co-op Magic variant only, the GM’s job is to 
turn a Planeswalker game into a more vivid role-playing experience. Be warned, this is a time-consuming task that 
requires a lot of work, imagination, and good judgment. Although there is guidance in this section on how to go about 
game mastering, it is ultimately up to the game master to decide what kind of game he wants to run. 


Here is a comparison of a game with and without a GM: 


Without a GM 

Everyone makes a Planeswalker and creates a deck of cards. The first player rolls on the adventuring table and gets a 
‘Dungeon’ result. A deck that was downloaded by the group is randomly selected and the group plays against the deck 
and win 4 fragments. Everyone rolls random treasure and writes down their experience. 


With a GM 

Everyone creates a Planeswalker and a deck of cards. The GM describes to 
the players that they are on the edges of a large forest and gives a vivid 
description of their surroundings. The GM also asks for everyone to describe 
their planeswalker and come up with a reason that they might be in Lorwyn. 


Just as the group finishes describing themselves, the GM informs the players 
an elderly kithkin approaches the group looking frightened. The Kithkin tells 
the planeswalkers that there is an elven raiding party wreaking havoc on 
their village and asks the planeswalkers for help. The group agrees and the 
kithkin leads them to his village where the group sees a large group of elves 
attacking it. One elf shaman notices the group approach and yells out 
'Eyeblights! Kill the eyeblights!’ 


The GM informs the group they will be doing battle with an elf shaman and friends and a game begins with the GM using 
a Lorwyn Elves deck he has crafted. He does decide to start the game with two 1/1 Elf Warrior tokens in play to show the 
shaman has help. The group wins, and the GM awards the players with the normal experience and random treasure 
awards. He also describes to the players that other elves take notice of this incursion. The GM asks if the players want to 
continue battling the elves. If they continue, they might possibly run into an enemy Planeswalker! 


Playing a Dungeon Deck 
The GM has the option of actually playing a deck (of their own design or downloaded) instead of utilizing the Boss logic. 
If the GM uses the automated rules, they should basically just make the decisions for the deck. 


Creating an Adventure 

The GM has the option of making up decks using the Dungeon deck building rules and turning them into adventures. The 
GM also can control when the players find magic shops, when they get treasure and what type, create different combat 
scenarios/modifiers, and so on. Here is an example: 


The GM comes up with an adventure idea where the group fights a group of goblins culminating in a fight with the 'Bixl 


the Goblin King’, a minor planeswalker himself. The GM decides that this all happens on one plane and that particular 
plane has no affect on duels, so he won’t be using the planechase cards for this adventure. 
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The GM makes а mono-red deck filled with lots of goblins and cards that have goblin ‘flavor’. The first fight for the group 
will be against a goblin sentry at the mouth of the goblin’s hideout with this deck without a general and no other 
modifications. If the players win, he gives them each the normal allotment of 2 experience and a roll on the treasure 


table. 


The next fight is just inside the cave, and will be against another goblin sentry using the same deck. The GM wants to 
make this fight tougher though, the goblins start with three 1/1 goblin tokens in play. For treasure, he decides this sentry 
had two powerful scrolls of magic on him. He gives the group a Lightning Bolt and Fireball card to divvy up. He also gives 
them 2 experience. 


The third fight is in the next room against a goblin tactician, Ib Halfheart. He again uses the same deck but with a 
General (ІР Halfheart of course) and with a global modifier to show the goblin tactician’s mastery of goblin warfare. For 
this fight, һе can sacrifice a goblin to deal two damage to a target player or creature. If the heroes win, he'll give them 3 
experience points each but no treasure as Ib Halfheart has 
accidentally blown up anything of worth. 


The fourth and final fight is against Bixl Sludgedrinker; leader of 
this goblin clan, a notorious blight on the land, and a planeswalker 
himself. The GM makes up a planeswalker card for Bixl with 
various powers that fit the goblin theme. If the group wins, instead 
of the normal random treasure, the GM decides that each player 
can select any number of colors. Then the GM decides he will look 
at the top of the treasure deck until he find 2 of the cards of the 
appropriate color and gives them to that player. 


The GM also decides that if the players lose a fight, they need to 
start over at the cave mouth and fight their way in once more. 
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Creating а Dungeon Deck 

This is the recommended construction method for automated Dungeon decks to pit against your players. It is at the 
digression of the creator to adjust the creation methods (adding higher castings and rarities to raise difficulty for 
example). It’s your dungeon, feel free to have fun with it, this just helps give a good groundwork. An excel template for 
dungeon deck creation can also be found on the Planeswalker website. 


Planar Card 

Select the plane (or create your own) the deck will be tied to. If possible, attempt to tie the ‘fluff’ or theme of the plane 
to the deck being created for it (see examples of the Dungeon decks). This can be easier to accomplish by concentrating 
on using one ‘block’ of cards (i.e., Ravnica block, Kamigawa block, etc.). Refer to existing Planechase cards to help 
determine a good balance for your plane. 


Spell Deck 

The spell deck should be 60 cards (59 spells and 1 Site) and have no land. The following mix of casting costs and rarities 
are recommended for smooth gameplay. For example, rare cards tend to be more complex and powerful, so it isn't 
recommended using them in low casting cost slots as cantrips because it can over-complicate gameplay. Commons 
should be added in ‘threes’, uncommons in ‘twos’, and rares as single copies (Again, cutting down on complication). 


Converted Casting Cost Commons Uncommons Rares Total Cards 
1 3 0 0 3 
2 6 2 0 8 
3 12 2 0 14 
4 6 8 1 15 
5 3 4 2 9 
6 0 2 3 5 
7+ 0 0 5 5 
Total 30 18 11 59 + 1 Site 


Any card in the deck that is casting cost 3 or lower should generally have the 
Cantrip keyword on it. The Cantrip number should be 2 higher than the card’s 
CMC. For example, Grizzly Bears have a CMC of 2, so a Cantrip 4 is 
recommended. For cards with a high casting cost (usually 6 or higher), the Pity 
keyword is recommended. The Pity number should generally be 1 higher than 
the CMC of the card. If an Angel of Despair has a CMC of 7, it should have Pity 8. 
These two keywords help the deck to be leveled out, not too powerful when 
the game is starting but progressively getting stronger as the player’s progress. 


Scheme Deck ^ "8 Тек 5 
When creating a scheme deck, looking at existing Archenemy cards for (creature  Жбагеотіе v) 
examples will help set the power level. Another way to get examples is that Cantrip 5 (Fp an adifitional card if the 


they are roughly equivalent of a 4-5 CMC sorcery/instant spell (or enchantment player's danger level is 5 or higher regardless if 
this spell is cast successfully or not.) 


spell in the case of ongoing schemes). They also should be scalable based on Flying 

the number of players and danger level OR should be equalizers that hurt When Shrieking Grotesque enters the 
M battlefield, target opponent with the least 

everyone (Wrath of God type effects for example). Also, it is recommended that dle adimi 12) EEEE A ST 


there is a card that ties to a specific boss that causes something 'special' or = Orzhova, the Cathedral Opulent 
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more powerful to happen, usually not in the player's favor (usually something 


that would cost about 1-2 higher mana on a magic card). The deck should be 20 cards and have no more than 2 copies of 


ЗІ 


апу опе card. Cards that tie to an individual boss should have only 1 copy (with the exception of the End Boss who 
should have 2). 


Site 
There should be a single site card that is beneficial to the players if they accomplish a certain set of tasks. This can be an 
interesting way to give players a goal besides just completing the dungeon. 


Boss Deck and Fragments 

There should be exactly 10 boss cards per a dungeon with one being the End Boss. Since there are no existing Magic 
Boss cards in existence, this takes a little bit more guesswork in creation. Existing Dungeon decks can be looked at for 
ideas, but generally they should have some sort of static ability that affects gameplay. When they are defeated, the 
fragment is generally a reduced off-shoot of that static ability (often weaker). Below is a rough guideline for a ‘point 
system’ when creating a boss. A normal boss should be around 20 points while an End Boss should be around 30. 


Attribute Points 

Life (Regular Boss 5-8, End Boss 10-11) 1 Each 

Has Assault D? 5 

Creature Ability when attacking? 1-2 Each 

One-time Single Target Ability CMC of Similar Magic Card 
One-time Area Effect or Scaled (Players/Danger) Ability 2 x CMC of Similar Magic Card 
Misc (Example: Aloft would be 1 point) Variable 

Passive or Reoccuring Ability 3 x CMC of Similar Magic Card 


Appendix 


Creature Classifications 

Below is a more robust listing of what attribute creatures fall under. If in doubt, work with your playgroup to determine 
what classification a creature is. If a creature is seemingly two classifications, then it fits in both and either of the 
appropriate skills is sufficient to cast it. For example, Elemental Hound would be under Beast Mastery (Hound) or 
Manifestations (Elemental) and a planeswalker would need sufficient ranks in just one of those skills to cast it. 


Beast Mastery (Natural Beasts): Albatross, Alligator, Ant, Antelope, Ape, Asp, Aurochs, Badger, Bat, Bear, Beast, Bee, 
Beetle, Bird, Boar, Bull, Butterfly, Camel, Caribou, Carnivore, Cat, Cheetah, Chicken, Cobra, Cow, Crab, Crocodile, 
Dinosaur, Dog, Donkey, Dragonfly, Eel, Egg, Elephant, Erne, Ferret, Fish, Fox, Frog, Goat, Hippo, Hornet, Horse, Hound, 
Hyena, Insect, Jackal, Jellyfish, Kelp, Leech, Lion, Lizard, Mammoth, Mongoose, Narwhal, Octopus, Ox, Oyster, Pegasus, 
Penguin, Pig, Poison-Snake, Pony, Rabbit, Rat, Rhino, Scorpion, Serpent, Shark, Sheep, Slug, Snake, Spider, Squirrel, 
Starfish, Strider, Swarm, Tiger, Toad, Tortoise, Turtle, Unicorn, Viper, Vulture, Warthog, Wasp, Whale, Whippoorwill, 
Wildebeest, Wolf, Wolverine, Wombat, and Worm. 


Leadership (Humanoids & Classes ): Centaur, Cephalid, Dryad, Dwarf, Elf, Goblin, Gnome, Homarid, Human, Kithkin, 
Kobold, Kor, Merfolk, Minotaur, Moonfolk, Ogre, Orc, Ouphe, Satyr, Vedalken, Viashino. 


The following are considered to fall under Leadership ONLY if they do not have a ‘race’ listed (an ‘Elemental Soldier’ 
would fall under Manifestations while if only ‘Soldier’ was listed it would fall under Leadership for example): Advisor, 
Artificer, Barbarian, Cleric, Druid, Knight, Monk, Ninja, Nomad, Rebel, Rogue, Scout, Shaman, Soldier, Warrior, Wizard. 


Manifestations (Manifestations, Constructs, and Spirits): Angel, Artifact Creatures, Aspect, Avatar, Ball-Lightning, 
Banshee, Being, Bringer, Construct, Demon, Devil, Djinn, Efreet, Effigy, Eldrazi*, Elemental, Faerie, Ghost, Golem, 
Guardian, Homunculus, Illusion, Incarnation, Infernal-Denizen, Kami, Lhurgoyf, Licid, Marid, Mist, Mistfolk, Myr, 
Phantasm, Phoenix, Poltergeist, Praetor, Reflection, Shade, Siren, Spirit, Sprite, Thundermare, Wall, Weird, Wraith, 
Wretched, and Zubera. 


Aberrations (Monsters): Abomination, Basilisk, Blinkmoth, Camarid, Chimera, Cockatrice, Cyclops, Devouring-Deep, 
Doppelganger, Dragon, Drake, Dreadnought, Eldrazi*, Entity, Fallen, Fiend, Fungus, Fungusaur, Gargoyle, Ghoul, Giant, 
Gorgon, Graveborn, Gremlin, Griffin, Hag, Horror, Hydra, Imp, Kavu, Kraken, Lammasu, Lemure, Leviathan, Lichenthrope, 
Lurker, Lycanthrope, Manticore, Medusa, Mindsucker, Mold-Demon, Monster, Mummy, Mummy, Murk-Dwellers, 
Mutant, Necrosavant, Nightmare, Nightstalker, Ooze, Orb, Orgg, Pest, Phelddagrif, Plant, Roc, Salamander, Sand, 
Saproling, Shapeshifter, Shyft, Singing-Tree, Sliver, Skeleton, Spawn, Specter, Sphinx, Spike, Thrull, Treefolk, Troll, 
Undead, Vampire, Walking-Dead, Wight, Wurm, Yeti, and Zombie. 


*Eldrazi requires both Manifestations and Aberrations of the appropriate ranks but no colored magic ranks. 


“General” Special Rules 

e Atthe start of the game the player announces their choice of General and moves that card to the command 
zone. 

e Being a General is not a characteristic, it is a property of the card. As such, "Generalness" cannot be copied or 
overwritten by continuous effects, and does not change with control of the card. 

e While a General is in the command zone, it may be cast. As an additional cost to cast a General from the 
command zone, its owner must pay (2) for each time it was previously cast from the command zone. (ie: it costs 
an additional {4} to cast for the third time.) 
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e [ға General would be put into a graveyard or exile from anywhere, its owner may choose to move it to the 
command zone instead. 
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